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Resident 
Evil 2 
Has I^isen. 



"Even More Gore." 

- PSM Magazine 



Your weapons? Powerful and 
' plentiful. Master the Flame 
Thrower, Grenade Launcher, 
Machine Gun and more!^ 
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j he Gaming 

Nojhing Else 


The most anticipated gaming event of 1998 has 

arrived. Resident Evil" 2, the shocking sequel to the 
Consumer's Choice: Best PlayStation Game Overall, 
plunges horror fans into the most intense, the 

terrifying game experience ever crafted. 
:e evil. You hear evil. You're overwhelmed 
by evil, as you fight through hordes of 
flesh-starved zombies, blood-thirsty beasts 
and other mutations of modern science. 

Will you survive the horror? 





RESlBEiTOL 

CAPCOM JF, 


If The 
Suspense 
Doesn't Kill 
Y ou, Something 
Else Will. 


y 





"Somebody 
Pinch Me, 



Evenj Of 1998. 

Even Comes Close." 




"An Intense And 

Horrific Adventure 
hat Chills The Spine." 

- Game Informer % 
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<>/ other killer prizes! No purchase 
necessary. To dig up further 
if details, visit our website at 
m www.capcom.com or wherever 
jp, Resident Evil 2 is sold. 
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- Dk, so we all know that, typically, mast mavie licensed games turn nut tn be complete crud. 

Furthermore, we know the reason fur this is that most game publishers/developers are #1: 
either in a rush tn get the game out the same time the movie nr video hits, in order tn capitalize 
on the initial excitement usually generated during it's first few weeks of release: #2: hoping to 
cash in on a big-name license with a sub-par product — without caring about whether or 
not the game is any good: or. more likely, #3: all nf the above. More than a few companies 
are guilty nf this, especially Acclaim, who's Batman & Robin graces the cover this month. They 
will be the first to admit that they have had their share Df really, really bad licensed games (The 
Crow, Dragonheart. Space Jam and Batman Forever immediately came tn mind). As they say, 
admitting the problem is the first step tn recovery. If games like Turok far the NB4 and 
Batman B Robin are any indication, then they are well on their way. 

— In a weird twist of fate. Batman B Robin, the video game, may well turn out to be so much better 
than the movie, which, in our opinion, was the worst of the bunch (and that's not saying 
much). The game's extremely ambitious with a huge 3D "virtual" Gotham City tn explore, the ability 
tn play as Batman, Robin, and Bat Girl, both driving and 3D, third-person graphic engines, 
and a lot of puzzle solving tD balance nut the action/exploration. Although the game is still in' 
its development stages, it's evident that bath Acclaim and Probe (the developers) are willing 
to take as much time as needed to make a great game. 



— In other news, this issue is packed with a lot of great stuff. We have exclusive, hands-on previews, 
shots and information on Sony's Blasto (yes. it's finally coming out this March) and Electronic 
Arts' Road Rash 3D. We also have two amazing "Platinum" games reviewed this issue: Capcom's 
Resident Evil 2 and Crystal's Gex: Enter the Gecko — testimony tn the fact that the PlayStation 
has plenty nf juice left to be sgueezed out of it. Then, there's the latest PlayStation shots and 
information an Tekken 3 in the Expecting section, and we've brought back Export to show you 
the latest titles from abroad. Lastly, we've added the Excessnry column as a regular monthly 
section. This is where Chris takes all Df the latest PS peripherals through their paces and 
rates them accordingly, so you don't end up spending your hard-earned bucks on shoddy after¬ 
market products. Well, enough with the small-talk, I hope you enjoy the issue. See you in 3D. 
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Haven't you always wanted 


^ to do it on the 

kitchen table? 






i know what RPGs and games have kids 
3 heroes or are geared towards kids like 
myself. My brother and I have bought 



First of all, I’d like to say your 
is the best. I get a lot of other: 
but they’re not as good as yo 
’ - looking through 


other hand, 

Con average), fai 
ten 18-34 years old. 
wby, for the most part, you'll be bard- 
•essed to find PlayStation games that 
ive kids as protagonists. Instead, you'll 










































There’s ot)1y or)e 
rt)ore torturous that) playing 
©eatbtrap ©upgeop. 
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ine. Whip me. Just doi/t Kit that Quit Kutlon.” Co 
battle, cry. I Ken Krin§-Ori the -skeletal warriors, '/.bmkiri 
xlKer undead, denizens. EacK One is a cKance to sliceand'dici 
Knife gbi* Kad. An opportunity to master tke 13 death i 








n£ that fine line between pleasure andjpain. And jqst 
»u can]t tabc it any longer, consider tbe alterhativie. 


* your dispo^I. 1 
, plaverscryiridic 
It**!! aboht blu 






SIGNS AND SYMPTOMS 
OF DEPRESSION 


Persistent sadness and or irritability. 


Recurring thoughts of how much 
better life would be if you had 
Fighting Force or Tomb Raider It. 


Statements such as, "I'm bad. 
I^m stupid. No one likes me." 


When depression strikes, immediately seek the help of a 
trained professional at your local video game store. 













<eidos 


You’ve been warned. 


www.eidosinteractive.c 








1 Darkness, a graphically spectacular side-scrolling 


I the game, starring a boy and his dog and hundreds 


EIDOS DUMPS RHONAMITRA 
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embodied the beloved Lara Croft at 


| Web.) The spokesperson further explained that the 


' Rhona than did Bidos 1 Stateside 



my stories regarding Sony Computer 
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A game developed by people with racing in their blood. 







Get in touch with your dark side 



worth bragging about." - PSM 


arrived 


Ultra Gar 


The graphics are phenomena 
need to be seen to bt 


Inform! 


'BRTMRN 6. ROBIN looks 




declaim 



Colony Wars 


SEND US YOUR CODES 
AND WIN BIG PRIZES! 















































WRONG! 



SORRY, THE HOMERUN COUNTS. BUT DON’T WORRY, 
THERE ARE STILL PLENTY OF BASEBALL GAMES FOR 
ROOKIES - SIMPLE GAMES WHERE YOU CAN HIT 
THE BALL EVERY PITCH. YOU KNOW, THE ONES WITH 
PRETTY LIGHTS AND NEAT SOUNDS. GREAT FOR PEOPLE 
WHO ARE JUST STARTING TO LEARN ABOUT BASEBALL. 


FOR THE CORRECT ANSWER 
GO TO PAGE 52. 


VZBASEBALL99 
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— . Codez 


everything to shoot with 


playing through “Arcad 

LEVEL SELECT: 

Enter the password HEVYFE! 


“Jedi”) difficulty. 

Star Wars: Masters 

Moto Racer 
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advantage of that part of the game engine? 
What if I'm interested in just going lor a ride? 
So we're focusing on allowing more flexibility 
in that regard." 

"The previous Road Rashes automatically kept 
you in the road and toward the center line. 
This is full 3D, so you're in full control. It's 
amazing how different 3D makes a bike feel 
— you're leaning into a turn, the rear wheel 
slides out, the bikes slides over and you see 
yourself roll." 


a 3D world: "The previous 
s were strips of track and, as the player 
:ed from level to level, we added more 
> make it longer. Now we've created 
3D world with 150 kilometers 
We went around the northern- 
nia area, picked areas we like to ride 
d obtained the USGS (U.S. Geological 
| satellite data. We brought the data, 


3 world. The roads are much richer 
s previous versions—flora and fauna 
oadside, rolling hills, all interconnected, 
beginning of the game, we want the 
player to learn to drive well. Then we want 


Bikes and gangs: "There are (our different 
gangs. Each one rides a certain type of bike 
and has their own 'hangout' in the 3D world. 
The bike type corresponds to the terrain where 
the gang is based. The gang with the big, fat 
cruisers rides in an open area with a lot of 
hills. A second gang rides along curvy canyon 
roads. The third gang, the Cafe Boyd, ride 
Japanese rocket bikes. And the fourth gang, 
the grungy urban-industrial riders, have rat 
bikes, which are really popular in Europe 
right now. They look like Mad Max types. 
There are three 'levels' of bike within each 
type, and you earn money in races to buy 
better ones." 
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the other guy with handheld weapons — dubs, 
chains, cattle prods. The weapons also relate 
to each of the gangs. They race and fight 
differently. In the previous games, they all rode 
the same type of bikes, and everyone looked 
the same. Now they look very different." 
"The gangs relate to each other in the game 
world, with their own rivalries between each 
other. If you stay friendly with a gang, no one 
will take a thorn out of your paw, but they'll 
remain neutral towards you. If you beat a guy 
on the head, his buddies will come after you. 
We thought about adding some role-playing 
elements, having you become a gang member, 
but that wasn't what Road Rash is about. So 
you race against the gangs. There are about 
12 members of each gang, and 16 bikers in 
each race—lour from each gang, and you." 
"We're designing the interaction with the police 
right now. There'll be more than one cop in 
the world; they'll almost be a gang in and of 
themselves. They'll bust the At bikers. You never 
saw them busting Al racers in previous versions, 
which made sense, since it focused the action 

"We have more kicks and punches, and we've 
included blocking and ducking. We're working 
on a more dramatic camera angle, seeing 
how close we can get to the action. If we made 
the coolest possible fighting camera, you 
wouldn't be able to see the road! We hired 
professional stuntmen lor our motion-capture 
session, had them flying across the room and 


these guys were rolling all over the place. 
What's really interesting is how different the 
feel of fighting is in 3D. You can really feel the 
bike rolling over. The sense of interaction is 
much more dramatic." 

How it looks: "Road Rash 3D will run 
between 20 and 30 frames per second, at a 
medium resolution, to give us enough detail. 
Other games that use the high-res mode have 
a car and one or two vehicles on the screen. 
We need enough detail in Road Rash 3D tc 
have a world that looks and feels like a world. 
You have a 360-degree view of the terrain, 
able to see the road winding ten kilometers 
into the distance. You can see a city and drive 
into it. It's not a static background, it's totally 
3D. We have 5,000 frames of animation." 

The physics of 3D: "In almost every racing 
game I've seen, you're on a 'rail,' with walls 
you bounce off. In a 3D world, when you drive 
off the road, fly off a sand dune, the gameplay 
feel changes dramatically." 

The limitations of the PlayStation: "The 
PS has two megabytes of memory, and c 
double-speed CD-ROM that's not the mos' 
reliable. No one uses 2X CD-ROMs anymore 
[on PCs], But we're working our way arounc 
it. Other racing games will have one bike, anc 
change the palette to 'change' the bikes. We 
have a huge world with a variety of bikers. 
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DEATH-DEFYING JUMPS 



REALISTIC WATER PHYSICS CREATE WARE EFFECTS 


SO REAL ... YOU’LL WET YOURSELF. 
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us back at E3 last year. One of the first big 
Mtl projects completed by Sony's in-house Foster 
City team, Blasto is all set to ride the rocket 
I to success — straight into your PlayStation this 

j We join up with our big blonde bozo in the 
newest build of the game from Sony, showing 
off the brand spankin' new CG rendered intro, 
featuring the sarcastic tones of Mr. News Radio 
himself, Phil Hartman. The movie sets us up lor 
the Big Showdown between Captain Blasto 
and his old nemesis Bose. Seems that the pear- 
V headed dictator is readying his troops to march 
N out of their exile in the Fifth Dimension _ _ 
fc I to take over the whole freakin'universe. 

Blasto, needless to say, is not about to take 
\ that kinda crapola siftin' down, friends. 
y Phil Hartman's voice is used 

\ throughout the game in the form ^ 
' of Gex-ish one liners and 
comments. While the barrel- B 
chested, big-chinned look may v 
, bring to mind past gaming i 

nightmares like Cyclone Studio's ■ J 
« 1 Captain Quazar or (shudder) FA 
Capcom Digital Studio's Major AW j 
'■ Damage, the important 
_ difference is that Blasto is not an jE* 
m idiot. Hartman's dry tones match K 


funny to adults and kids at the sami 
as Bugs Bunny or Rocky and Bui 
As a side benefit, you can toi 
switch off the chatter if it: 


L Play controls are coming along v< 
V nicely, with built-in support for 
^ Sony Analog pad implemented 
B smoother gameplay. One of 
TT biggest complaints leveled aga 
3D action games in the past f 
. been the lack of decent in-gai 
I camera control. To combat tf 
I Sony's smarty-pa 

. development te, 
A » s ’ has implemente( 


appearance, mocking 
his foes and buildinc 
himself up without 
coming off like a I 
moron. Blasto's 1 


1 control system that not o 

I ^ lets you free-look around y< 

\ / environment, but also lets you lock y< 
» ' camera to whichever angle suits you b< 
yl This is especially useful for making tricky jun 
* from platform to platform when there's noth 
fj below you but deep space or boiling lav 
f So far, Blasto's definitely got the looks dov 
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jj DISCOUNT GIVEN @ CASH REGISTER! 

, VIDEO GAME CONTROL 
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PlayStation™ 







TRIPLE PLAY 99 




































































! and Hardaway: 
get drafted into 1 









































































All Gaming 
Industry 
LINKS At 
One Web 
Site! 

•CLQ. 

www.vgol.com 

Check out our 
Homepage Contests! 



What the 
Industry thinks. 

“VGOL boasts a compre¬ 
hensive directory of sites 
pertaining to every aspect 
of the Electronic Gaming 
Industry. We were hard 
pressed to prove them 
wrong.” 

-Net Guide, 

Gold Site Award Winner 

“Top Five Web Site” 

-PSX Editorial Staff 

“3 Star Rating” 

-Yahoo Webhead 

“A comprehensive and well 
designed data base of 
distributors, developers, 
manufacturers, new releases, 
trade shows, and job 
opportunities on the web. 
Video Games On-Line lives 
up to its claim.” 

-Webcrawler Select 
Editorial Team 


“Excellent as a Web 

( Integrated Strategic 
Environment” 

|-WISE award, presented by 
i Mansfield & Associates 









































































M SOUTHPAW 
W Publishing 

f \ 1732)549-5448 
http://nienibers.aol.cain/cptjlkirk1/ 
amega1.html 

Available at Waldenbooks stores, Media Play, Oncue, and 
comic retailers nationwide or order directly through Southpaw. 


MIKE GERARDO S 


ILL COLOR COMIC! 
ICHAGL A. GERARDO 
id CHRISTOPHER 
J. NAVETTA 
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CORRECT 


CONGRATULATIONS, THE HOMERUN COUNTS. YOU 
OBVIOUSLY KNOW YOUR BASEBALL AND ARE EXACTLY 
THE KIND OF FAN WE MADE VR BASEBALL" 99 FOR. 



CHECK OUT THE DEMO 
AT WWW.VRSPORTS.COM 


V7BASEBALL99 




















RESIDENT EVIL 21 


boyfriend. (A beautiful woman attracted to an 
intelligent man? Here goes the suspension of dis¬ 
belief.) There's the arrogant and suspiciously 


nderground sewers and, finally, 


character 


health-improving effects. But much < 
play is improved over the original. B 
interactivity with the surroundings, i 
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Resident Evil 2 is, as if there was ever any doubt, a 1 


w 

a i r j i ■■«"- 

t 


J 








































months and have watched its development the original pad as well, and the experience of 
jly. It is, without question, the most excit- simply moving through the game’s go-anywhere 
echnical achievement on the PlayStation since 3D environments is beyond comparing with any 
r’s introduction of the first Crash Bandicoot game currently available for the system. In addi- 
ith the most visually appealing and unique tion, the game allows you to control the camera 
l design of any action/platform game. as you are moving Gex around the play field. You 
What Gex: HTTG does is give the player 30 dif- can effortlessly run or walk, move the camera 


casting. What!?! Gex would have nothing to do all explain to your friends why you bought a 
day! Something must be done! So, you go back PlayStation instead of an N64—Mario can’t touch 
into the Media Dimension and begin the adven- this. 

tore. ENVIRONMENTS/CAMERA. There’s another 

Gex: ETG is a game with many layers to it — design feature of Gex: BTG that Mario can’t touch 
where the experience becomes richer as you con- — the camera system and the environments. The 
tinue to play it. To best describe the product, I’ve design team has solved the problems that have 
decided to break it down into the three areas plagued most true 3D games and given the play- 
where the game really excels; Gameplay Control, er complete control of the camera (if so desired). 

Environments/Camera and Depth. No matter what situation you find yourself in dur- 

GAMEPLAY CONTROL. Gex: ETG is the first ing gameplay, there is an angle of view that you 
PlayStation action game that gives the player a can QUICKLY find that will keep you from receiv- 
reason to buy Sony’s analog control pad. The ing a cheap hit or falling to your death. In addi- 
frame rate stays pretty consistently at 30 fps tion, the player can use the triangle button to look 
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SKULL MONKEYS] 


vious gigs included prop design at Sea 

of the Killer Tomatoes — conceived th 
acter. After parting with Beny, TtaNapel 
The Neverhood, and his company's epor 
debut was a masterful adventure for 
platform, combining devious point-an 
puzzles with hysterical Gumby-ish cli 
mation. Alas, the game received most 


magazines, and flopped at retail. TenNapel has Idznak and immediately establishes himself 
thus returned to the videogame world with The as lord of the SkullMonkeys, tricking the brutish 

Neverhood's 2nd release, SkullMonkeys — critters into making war against The Neverhood. 
which is, like Earthworm Jim, a side-scrolling Jeny-O, the only SkullMonkey not to fall under 
platformer. Klogg's heinous mind control, summons the 

"A 2D side-scroller in 1998?!" I hear you heroic Klaymen (also the protagonist of the 
shriek with disbelief, and 1 1 11 admit I had the PC adventure) to prevent Klogg from doing his 
same reaction. Game developers have been nasty deeds. 

strip-mining this genre for well over a decade, The gameplay fits as comfortably as a well- 
and all the original ideas have long since been used sneaker. X jumps, SQUARE runs (for 
carted away. Even the biggest stars of 2D plat- longer jumps), CIRCLE shoots, and the L and 
formers — Gex, Mega Man, Earthworm Jim R buttons set off various power-up weapons. 


tiRapel and Co. that their game makes up 
s obsolescent design with plenty of dial¬ 
og gameplay and a delightfully bizarre 




. SkullMonkeys 
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sions where my fighter would : 
become turned around in mid-atta 
tag the computer to deliver a crushii 
attack upon my freshly exposed 
Bummer. 

There are no projectile or dis¬ 
tance attacks in Bloody Boar, 
which I liked immensely. There 
are several dragon punch-style 
moves per character, but there's 
no flaming balls of energy being 
traded back and forth across the 
field. I found that even though 
she's possibly the most ridicu- 


strongest fighters i 


’layStatlon faster t 
rout there. Bloody: 











































life, as a technology demo and 
.e a game as a secondary con- 
ion. Don’t get me wrong, Rascal 
etty good game, but It seems like 
yelopment team’s desire to cre- 
SO fps, real-time world has kept 
! from becoming a great game, 
is no question that it is beauti- 
at the special effects are great 
at the music (my favorite aspect 

























































It’s no surprise to anyone, at 1 
point in the PlayStation’s life cy 
that racing/driving games have b 
the mainstay of the library. Psygm 
has done a remarkable job with U 
Destruction Derby and FI series,, 


(Championship Auto Racing 
circuit. Newman/Haas is ; 
organization founded by Paul 
and Carl Haas. If you knov 
you know Carl Haas; if you 1 
blue eyes”, you know Paul 1 
but, are these the ingredie 
great racing game? 


Haas Racing) and Laguna Seca. There 
is also a two player split screen mode, 
for all of those two player fanatics 
out there. Is it just me, or is a two 
player mode in a game like this a 


litially, you 
3, driver, car 


the player has to complete fou 
with similar difficulty and 
parameters, increasing in d 
as you move up the ladder. Y 
finish first to get to the next i 
sequent races. Additionally, 
your qualifying round, you ca 
a practice session to gain son 
iarity with the track, before 
to put your money where you 
is. There are sixteen drivers tc 


; you have your choice 
' camera angles, includ- 
1 replay cam. That pret- 
s up the mechanics of 
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BEAST WARS] 


. Predaeons (bad 
ir spacecraft on a 


i deadiy, so the cute touch, t 
rms to survive, the game ca 


term exposure to the ; 
Transformers take on t 
The Predaeons attempt t 
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i design that doesn't pu 
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■nese anime, betraying ( 
’My Neighbor Totoro. 11 r 
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RAY TRACERS] 


mgh unlimited, 


strategy oo: 
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It’s too easy to rip on Cyberbots. “Full 
Metal Badness” is an easy stretch and 
is more sad than funny. A PSX port of 
one of Capeom’s “lost” arcade titles — 
like Wight Warriors or Slam Masters 2 
— that never really made it out in the 
US, Cyberbots was a stinker of the first 
degree and Capcom Entertainment has 
wisely decided not to inflict it upon us. 
Produced at a time when Capcom was 
trying to change the perception that 
the company could only release six- 
button fighting games, Cyberbots 
instead was a four-button game: attack 
1, attack 2, weapon and thrusters. 
Weedless to say, this was not an opti¬ 
mum configuration for a fighting game. 
The robots handle in typical SF-style, 
with fireball and dragon punch motions 


producing firet 


artwork. Cyberbots is totally lacking 
the former. Controls are sluggish at 
best and are unimaginatively limited 
to the two attack buttons. However, the 
artwork and character design in 
Cyberbots is so incredible that it almost 
makes up for the limp gameplay. Save 
your dollars, import buyers, and pass 
on this game. If you’re really into the 
artwork, head down to a Japanese book 
store and see if you can dig up one 
of the many Cyberbots artbooks 
instead. 
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(Jet a f R££ copy of Crash Bandicoot 2: Cortex Strikes Back, f he 
pM Official Strategy Cuide when you subscribe to P$£xtreme for 
' a $21.95*1 that's a 63% savings! Cotta have that/ 

To order by mail, send a check or money order made payable to: 

S Dimension Publishing *1175 Chess Drive, Suite E, Foster City, CA 94404 


Interplay., 


Reality Quest 
Sony 

Southpaw. 
























The future is Forsaken: 










elling releases from 
hem and do let us know. 


Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us www.refromags.com 


is made from these scans, nor do we offer anything 
available from the publishers themselves. 
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